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FAMILY COMPUItG SYSTEM 


CARTRIDGE 

INSTRUCTIONS 



For use wiih ColeeoVision« or the ADAM 1M Family Com¬ 
puter Sy si em t * Instant Pause Control 


* Select from Four Skill Levels * For Giro or Ttoo Players 



Use your ColocoVision 1 " 1 Controllers or your Super Act ion 1 H 
Controllers 

Lead yOur Commando ag am &l a battery Of mechanical moil- 
dors in a bizarre, alien high-tech structure. Watch out for 
Evi l Otto'-'f 

Plays like the FRENZY u arcade game, 1 










GAME DESCRIPTION 



pon'l tic- looled by Evil Oito's'* smile, its deceptive. He. the 
robats and the skeletons are out to gei: your Commgndo! 

Trapped in a bizarre, alien high-lech structure and sur¬ 
rounded by robots, your Commando moves from cell to cell 
as you face a band of deadly mechanical monsters. Odd 
marching skeletons clunk toward you. Robotic tanks trundle 
inlo position Face your enemy and fire, Of be doomed by 
their latal touch! Eliminate all automate ns and proceed to 
the next assembly. 

Stay alert’ Your enemies now fire deadly blasts. Some cell 
walls ricochet the blasts— both yours and your enemy's—so 
watch where you fire! Worst of al I is Evil Otto" 1 , the bouncing 
menace who passes through walls and destroys any crea- 
lure on contact, It's a bizarre battle for survival as Evil Otto™ 
bounces toward you! Will you make it? 
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GETTING READY TO PLAY 


ALWAYS MAKE SURE THE COLECQVISiQN* UNIT IS OFF 
BEFORE INSERTING OR REMOVING A CARTRIDGE. 

One -Player Game 
Use tha Pori 1 Controller. 

TWo-Player Game (Alternating Players) 

Player I uses the Port 1 Controller, Player 2 uses the Port 2 
Controller. Players lake turns. Player 1 begins, and each 
turn lasts until the player's Commando is eliminated. 

Choose Your Challenge, 

Press the Reset Button and the Title Screen appears on 
your TV. Wait lor the Game Option screen to appear, J| con¬ 
tains a list of eight game options. 

Skill 1 (Game Options 1 and 5) is the easiest, suit¬ 
able lor play by beginners. 

Skill 2 (Came Options 2 and 6) is harder. Your op^ 
pontnts are more dangerous. 

Skill 3 {Game Options 3 and 7 ) plays much like a 
professional arcade machine. 

Skill 4 (Game Options 4 and 8) poses the toughost 
challenge of all! 

Select a game option by pressing the corresponding 
number button on your controller keypad. 






USING YOUR CONTROLS 



COLECOVISrON* SUPER ■ACTION'* 

HAND CONTROLLER CONTROLLER 


CONTROL 

CONTROL STICK 

SIDE BUTTON 


KEYPAD 


KEYPAD 


BUTTONS 


1. Keypad: Use Keypad Buttons to select number of players 
and skill level ol gamo play. 

7 Control Stick: Press the Control Stick in any of eight di 
rections to move your Commando and 1 to aim your 
weapon. 

3. Side Buttons IColec Division* Controller); Press either 
Side Button to make your Commando lire. The Com¬ 
mando stops moving to tiro. 

4. Action Buttons (Super Action™ Controller}: Press either 
the top (yellow) or second (orange) Action Button to make 
your Commando lire. The Commando stops moving 
to lira. 


Firing Tip: 

Position your Commando first. Then press and hold in a Side 
Button or Ac I ion Button. When you press the Control; Slick 
toward your enemy r the Commando tires exactly on target! 


A 








HERE’S HOW TO PLAY 


It’s no Cell-ebration! 

Here's who! you're up against: a typical cell arrangement 
in a typical maze. No two mazes are exactly alike! 


PLAYER 1 SCORE COMMANDOS REMAINING PLAYER 3 5CQFE 



High-Tech Anxiety! 

it doesn't matter how your Commando go) here. What mat¬ 
ters is that he most survive. First, I here are those robots and 
skeletons to face. The minute they spot your Commando, 
they move in 1 
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That fatal touch. 


You're in luck’ Your first opponents cannot lire at you. But 
watch out—don't let the mechanical and bony beasties get 
near your Commando.Their touch is dnadiy It you move into 
them. Keep your distance and take 
careful aim. Bui be careful - if you 
hit an enemy, iIs explosion is deadly 
to you. loo! 

An obstruction oi justice. 

Sometimes robots and skeletons move behind doi wnlts.No 
problem—just take aim and fire. Yout first shot eliminates a 
doi. Your second shot eliminates your enemy? 

Bounce back — bounce right. 

Be careful of those solid or dolly 
white walls. They don't absorb fired 
shots-from you or your opponents. 

They reflect bullets, which can 
bounce right hack at you! But wait— 
you can use this ricochet affect load^ 
vantage. To gel an enemy around a 
corner use the reflecting wall to rico¬ 
chet you r bul I el rig ht on targ e t! 

Trapped! 

II you find yourself blocked on ell sides by dot walls and re¬ 
flecting walls, you can tiro your way out, A minimum of Ihree 
consecutive dols must be removed before you can pass 
through up or down. A minimum of five dots must be removed 
to pass through right or left. Bui caution—your opponents 
can knock out dots with their laser buliels, toof 

This Way to the Great Egress. 

ff you can't take the heal and want to get out of the kilchery 
look for an exit door in one ot the outer walls. Then step 
through. You can also eliminate the dots in any outer wall to 
create art exit—in any direction. 



r- f 
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Another maze. 


Vou're not safe yet. Once you entor another coll arrange- 
ment, you face a who I e no w band of e n em i os, Not i ce t h e door 
through which you entered I ho new maze. It's now riveted 
shut and cannot be blasted— ii absorbs shots. Nor can it be 
re-ontored—you're trapped! Once you leave a maze behind, 
yo u can neve r return to t a ke c are ol u nfi n i s hod bu sins s s. 



Our Feature Presentation, 

Lucky you—some mazes contain a feature cell at their 
center, These featured mazes appear between nonfoaiurad 
mazes. How many nonfealured mazes you have to pass 
through lo get to the next featured maze depends on the skill 
level you're playing: 
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Skill t ** onenonfeaturedinazE 
Skill 2 *■ two non featured mazes 
Skill 3 — three nortleaiured mazes 
Skill 4 = fcurnonfeatured mazes 

Feature cells to watch for: Big Qtto"“ Power Plant. Computer 
and Robot Factory, 


PLAYER I 
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Freezing the Feature. 

You can earn extra points by disabling and freezing Ihc 
tea rure at i h e ce nte r of the maze. First el i m inate a <J ot or t wo 
blocking tha path of your bullet. It your next shot hits the 
feature, you disable its operation and earn extra points! 

Stay alerl. Some fealures offer a surprise when disabled by 
your bullets. Be ontlie watch—lore warned is forearmed. 
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OttQ™-ms!tie Danger! 

Evil G(lo lw , the smiling, bouncing race, 
can enter the maze when you least 
expect him. He bounces toward your Commando, and 
nothing can slop him—not even walls or other aliens] Aim 
carefully and fire laser bullets. It takes three shots to crush 
Otto's"' smile and eliminate him. (In Skill 4 games,, it lakes 
four 5 -hotg.} But surprise! Another Evil Otto 1 ’ 1 ' takes his place 
and pursues you oven faster! Better find a way out ol the 
maze quickly. 


No Exit 


& * 5 * 


f-Jt 


There is no real exit from this alien trap. 

There is only an endless chain of mazes, 
an endless barrage of opponents, and an endless battle 
for Survival.. Final defeat comes onfy when you have lost ah 
your Commandos. 


Special Pause Feature 

Press 4 -during ihs game to pause The screen blanks and 
music plays. Press a gain to resume your game exactly as 
you lefi it. 

NOtf- in a two - player game, only the active piayer can 
pause, then resume the game. 

Starting Over 

The game ends when all your Commandos have been elimi- 
riEited. Press Rafter lha game ends to replay your game op¬ 
tion. Press # to return to the Game Option screen and 
choose another challenge. 

Beset 

The Beset Button on the console stops the game and re¬ 
turns you lo the Title Screen. It can be used to start a new 
game at any time or in the event ol game malfunction. 
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-- — SCORING - 

ACTION POINTS 

Any Dot Eliminated ... 1 

Robot Eliminated. 50 

SkoLeion Eiiminaled .... - - . 50 

fly 1 1 el Contacts Evil Qltc rM . 20* 

Power Plant Disabled . .100 

Computer Disabled ... . . - . 100 

BoD ol Factory Disabled . 100 


Hr- except lor first bullet in a Skill 4 game 


Bonus Points 

When each scene first appears, it contains a number of 
robots. If you eliminate the same number of robots during 
the course ot the scene (whether or rot more robots enler}, 
you earn 10 times that number in Bonus Points. Example; 
Nine robots appear at the start of a scone, then three are 
added. If you el i min at e any nine robots, you earn 00 Bonus 
Pools. 


Bonus Commandos 

You receive live Commandos In Shill l games, and three 
Commandos in games played at ail other skill levels. You 
earn a bonus Commando when your score reaches 1000, 
and an additional Commando for every 2000 points earned 
thereafter. 
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THE FUN OF DISCOVERY 


This Instruction guide provides the basic informal Ion you’ll 
need to start pfaying FRENZY™, but it fs only Ihe beginning! 
You II find that this cartridge contains special features that 
make FRENZY™ exciting nvery time you play. Experiment 
with different techniques'^and enjoy tlie game! 


90 -DAY LIMITED WARRANTY 


Col+CQ WUWYtltO |h$0rl$mfll consume puKtiflier In the United Sulosot 
Amenta lhat inis video game cartridge wdl be Tree <oK delects in material at 
v.'nr i .i r- 1 ,• 1 1 ;lur (|iJ cl-iyi- 1-urn 11='' il.r': ul pirnihirr-n limhir •"■utiimI in'lujurm s^mi 

Coleco's sole anti exclusive H a Ln my fordefacis in material and pork ran Hhp 
'iliiiii be I'Hitnd lo rcnwr nr replacement ill Its authorized Coleco Service Slcltm 
Th -s wiiir^nty dotiU- nol ob Hintc CokiccKo bc?ir |he coumf transportation charges 
m cenrection wish ihe re pa r or jeolacemenl ol deleclrw pads. 

Tins .Avarready is nwilid it I he damago or dufcct is causuc by aceiderfl. acLoF 
God. oorisunnif abusn. ^rraauthisfiyed ,nierairon n* repair, vandalism or nnisuF* 1 

Any Implied wiirr-jnllt-s arising out fil the sale ul Ihe video game cartridges 
Including (ho implied iwurrantlqi gl imTChmtnbilily and FMnci* lar a particular 
puipose are limited 10 ihe above 90 day period. Ceteeo ihall Kino eventbe liable 
Tor incidental, eoniequahliiI, Contingent Or jny oiher daninges. 

This warranty yivea you epecilic legal ngtils and you may have oilier nghls 
which vary irom Slate la Slate Somo slates do nol allow Ihe exclusion or lim'trdion 
dl incidental o< consuquemlral dimn!i» or iimllalm-ns cm how long nn implied 
warranty lasts, so the abc^e llmilatipnsor e*plus pnp may not F.pply to you 

SERVICE POLICY 

Ploash mm3 your Vidw Giimo Chvnvi 5 Manual rendu My bnForn usrifl iI-b 
piudvjLii H y-.jui video{janwearlmdge tails Du operate property please relar tu- the 
trojble-shoonng chec-ssllal in Ihe Owners Manual Tor you' pari cu lar video system 
II you cannot correct I ho rnatunctlon illir consulting Id* troidjle-ihonlrng 
chscKlisI please oe Customer Service on Cdeco's leH-lree service hotline 
i -WKJ-EHZ- 1 2'£\t nationwide th e service la in operatic n horn 1133 u.m.ltS.Mp nn 
Cistern Stiii Mint! T iniR, Monday ihrpugti Fuday. 
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M C.i,is I (i>t1 tit Krry*rir ini., vi ynu In n-llim yot/l w (k'O rj*mi» turthdgu, jjIMsKf 
return it passage prepaid and insuntd, with your name,, address, proof of tha-a^l^ 
art purchase and .1 bhMdesefiptl&rtoFihs problem to me Service Ski I inn ynu Kiw 
bscndbclctf to return >t bo by the ibll-tree aei vjcm mrorni.a1«n II your oariridge Is 
J ound to be factory de'ectiv'e during rhn fi-stfrO Says 1: will be ropn^ed or replaced 
At HA COM to you II Hu cnrliMlgo is lauitd la tuun toeuri cari Minr i-r -: 1 . a ■ ■ 1 . i-n 1 - : ; 1 or 
one therertore nai core red ty the warranty, then you will bo advised. «n 
■-irlvanr.il. rVl ro|i.i 1 nopli 

I I your car I ndge rtiquires- wrvice attar supiranon oi Ihe 90 day Lirr«iod 
Warnrny period, pleaiecall Cdl&co a ioUtbh aervlc# hollukf !□» in idriictionn rm 
hew :o proceed -aoo-aJ2- 122S riaiidhwidu 



Stern's 1 " Freniy"“ © 19B2 Stern Electronics, Inc. 

Stern" 1 ; Freni/ 1 ', and Evil Otlo r “ are trademarks oi Stem 
Elect rentes, Irtfc. 

ColecoVision is a registered trademark ol Coiecc Indus¬ 
tries, Inc. 

ADAM 114 is a trademark of Coleco Industries, Inc, 

'£1983 Coleco industries, Inc. 

Package, Program and Audiovisual © 1983 Coleco Indus- 
Iries, Inc. Amsterdam, New York 12010 


Printed in U-S-A. 





